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AHHoTanus. B nanHoii pabore npeacTaBieH mpoiecc pa3padoTKu MHTEPAKTUBHOM MOJENu, Mpe-
Ha3HA4YE€HHOMU JUIsl 00yUYeHMsI METO/1aM MOHTa)Xka U PEMOHTA KOHBEHEPHBIX JIEHT C MCIOJIb30BaHUEM
cpeactB Unreal Engine. OcHOBHOE BHUMaHHE YAEISIETCS BOCIIPOU3BEICHHUIO 3TAlIOB MEXaHUYECKON
CTBIKOBKH JICHTBI IOCPEICTBAM OOJITOBOTO COETMHEHMUS, UTO SIBJIETCS YACThIO TEXHUUYECKOTO 00CITy-
KUBAHUS KOHBEMEPHBIX CUCTEM Ha MPOMBIIUICHHBIX NMpeAnpuATUsaX. s coznaHus MOAEIN HCO-
nosb30Banuch HHCTpyMeHTHl Blender m Unreal Engine, peaim3oBana cucTema momaroBoro ooyde-
Hus Ha 6aze Blueprint ¢ auanoramu Juis ynpoIeHust TOHMMAaHUs BceX 3TanoB paboTsl. PazpaboTka
OCHOBAHA Ha aHAJIM3€ JIUTEPaTYpbl U BUICOMATEPUAIOB, OTPAKAIOLINX peaJIbHble IPOM3BOICTBEH-
HbIe Tporiecchl. [IpeanoxkeHHast MosieNb MO3BOJISIET 00y4aTh HOBBIX COTPYAHUKOB 06€3 He00X0aUMO-
CTH MCIIOJIb30BaHMsI PACXOJHBIX MaTepUAJIOB, CHUXasl 3aTpaThl Ha MMOATOTOBKY MepCOHAla U MUHH-
MU3HpPYs IPOU3BOACTBEHHBIE TpocTOoM. [IpuMeHeHe BUPTyalbHOM cpebl O3BOJISET BU3YAIU3UPO-
BaTh KJIIOUEBBIE 3TAIbl PA0OT, a TAKXKE MIPOBECTU KOHTPOJIb OCBOEHUS HABBIKOB.
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Abstract. This paper presents the development process of an interactive model designed to train per-
sonnel in the methods of installing and repairing conveyor belts using Unreal Engine. The primary
focus is on simulating the stages of mechanical splicing through bolted connections, which is a crucial
part of the technical maintenance of conveyor systems at industrial enterprises. The model was cre-
ated using Blender and Unreal Engine, with a step-by-step training system implemented in Blueprint,
supported by dialogue-based instructions to enhance the understanding of each stage. The develop-
ment is based on the analysis of technical literature and video materials that reflect real-world pro-
duction processes. The proposed model enables the training of new employees without the need for
consumable materials, reducing training costs and minimizing production downtime. The use of a
virtual environment allows for the visualization of key work stages and provides a mechanism for
skill assessment.
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Begeoenue

Ha npoun3BoACTBEHHBIX NPEANPUATUAX, OCYIIECTBISIIOMINX TPAHCIIOPTUPOBKY U
nepepaboTKy CBIPBS, IUPOKO MPUMEHSIOTCS KOHBEHEPHBIE JIEHThI, 00eCIeYrBAIOIIHe
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HEIMPEPBIBHOCTh TEXHOJIOIMYECKOTO MPOILECCA. JTU MEXAHU3MBbI IOJBEPKEHbI €CTe-
CTBEHHOMY M3HOCY B YCJIOBHUSIX WHTEHCHBHOMW KCIUTyaTallid W TPEOYIOT PeryJIsspHOM
3aMEHBI TUOO OOHOBJICHHSI — KaK MOJTHOCTHIO, TAK M YACTUYHO, HA YPOBHE OTACIIbHBIX
cerMeHTOB. CTOMMOCTh OJIHOM MTOA0OHOM 3aMEHBI, C Y4ETOM CTOMMOCTH CaMOMH JICHTHI,
pacxoJHbIX MaTepuaiaoB (00JaTOB, CKOO M T.J.) U 3aTpar 3a MPOCTON 00OpyIOBaHUS,
MOXET JOCTUTaTh 3HAUYUTEIIBHBIX CYMM.

B cBs3u ¢ pacmmpenremM npou3BOACTBEHHBIX MOITHOCTEW U YaCTOM CMEHSIEMO-
CTBIO TIEpCOHasIa BO3HUKJIA HEOOXOAUMOCTh B ONIEPaTUBHON 0a30BOM MOATOTOBKE HO-
BBIX COTPYJIHUKOB. BEITIOJTHEHHE MOHTaXXHBIX paOOT 0€3 IMpeBapUTEIbHON TMOIT0-
TOBKH COIPSDKEHO C BBICOKUM PUCKOM TEXHOJOTMYECKUX OIIMOOK, HAPYIIEHUEM TeX-
HUKHU 0€30ITaCHOCTU U BOBHUKHOBEHUEM HECUACTHBIX cllydaeB. JlomylleHHbIe OIMOKN
MOTYT IPUBECTHU HE TOJILKO K BBIXOJIy 000OPYOBaHUS U3 CTPOS, HO U K YTPO3€ KU3HU
1 37I0pOBbIO MepcoHaja. B To xe BpeMs MpoBeIeHUE OYHOTO IPAKTUUECKOTO 00yUCHUS
TpeOyeT OCTAaHOBKM KOHBEHEPHBIX JIMHUM, HCTIOIB30BAHMS JOPOTOCTOSIIINX MaTepra-
JIOB Y TIPUBJICYEHUSI OTBITHBIX COTPYAHUKOB B KaU€CTBE HACTABHUKOB, UTO CHUMKAET
MPOU3BOACTBEHHYIO A (DEKTUBHOCTD U YBEJIIMUMBAET 3aTPATHI.

Jnst pemenus nannoi mpo6iaemsl komnanuein OO0 «Cubupckas Bynkanuzaiu-
onHas Kommanus» Oblla MHUIIMUpOBAaHA pa3paboTka uMHTepakTuBHOU 3D-monenw,
HaIpaBJICHHOW Ha O0yuYeHHE COTPYIHHUKOB 0a30BBIM METOJIaM MOHTa)Ka M PEMOHTA
KOHBEHEPHBIX JIEHT. Mozellb NOKHA BKJIIOYaTh MOIIATOBYIO AEMOHCTPALMIO BCEX
KJIFOYEBBIX ATANOB padOT, BU3yaIU3aIlMi0 MEXaHUUECKOW CTHIKOBKU (0OOJITOBOTO CO-
€JIMHEHHUSI ), a TAK)KE CUCTEMY TECTHUPOBAHUS, MPOBEPSIONIYIO 3HaHHWE 0a30BbIX TpebOO-
BaHUU K TEXHUKE MOHTaxa. Peanuzanus npoekTa Mmo3BOJIUT MOBBICUTH Ka4€CTBO 00Y-
YEHU S, MUHUMU3UPOBATH 3aTPaThl Ha OATOTOBKY MepcoHaa, 00ecnedyuTb THOKOCTh B
00yuaroIieM Npoiecce U CHU3UTh PUCKH, CBSI3aHHBIE C UEJIOBEUECKUM (PaKTOpOM.

Memoowvt u mamepuaivi

JJ1st co3lanus MHTEPaKTUBHOM Mojienu Obuta n3yuyeHa « MHCTpyKIus 1o BBIOODY,
MOHTaXXy M SKCIUTyaTalluu KOHBEWEpHBIX JIeHT» [ 1], paspaboTanHast 151 COTPYIHUKOB
npeanpustuid. [Ipumep pasMeTku CThIKa JIEHT, UCHOJIb30BAHHBIN JJISI ONIOPHI MPH CO-
3IaHUU MOJCNH MpecTaBieH Huxe (puc. 1 [1]).
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Puc. 1. Pa3meTKka cThIKa JIEHT HA OCHOBE KaIIpOHOBLIX TKaHEH

Pa3paboTka oOyuaromieil MoAenu HauMHAEeTCs ¢ pa3dopa JEeWCTBHM, KOTOpbIE
HEO0OXOUMO OTPa3UTh U HA KOTOPBIX OyAET CTpouTCs mporecc o0yueHus. Kaxmprit

93



0JI0K cXxeMbl, KOTopasi Obl1a cO3/1aHa Uil OTPAKEHUS ITarlOB MOHTaXa M CTHIKOBKU
KOHBEHEPHBIX JICHT MOKa3bIBAET, UTO OyET AeNaTh paOOTHUK MIPH OOYUCHHH.

Jjis TOro 4yToOBl HATISAHO OTPA3UTh MOCIEAOBATEIBHOCTD IEHCTBUM, OTPAKEH-
HBIX B paMKax MPOEKTa, MpeJcTaBieHa 0JI0K-cxema (puc. 2).

YCTaHoBKAa HOBOW NEHTHI NOBEPX
3aMmeHAeMOoNn

v

3aKkpenka NeHTbl Ha
bonThl

v

3anyck koHBelepa oo
nonHoro obopoTta

v

[eMOoHTaxX NeHTsl, NoAnexallei sameHe

Ocnabnexune
HAaTAXKHOW CTaHUWK

v

MoaroToBKa KOHLOB
NEeHTbl ANA CThIKOBKM

v

CbopKa CcTeIKOBOTO
CcOeMHEHMA

v

3aKpenka CTblka
bontamu

Puc. 2. Cxema neicTBU peaan30BaHHBIX B O0yYEHUHU

Pesynomamut

Becb 00beM paboThl MOKHO pa3/ieiuTh Ha 4 JTana:
— CO3/IaHWE TEOMETPHU MOJIEIICH HHCTPYMEHTOB;
OJIOKMHT YPOBHEH;

— pa3MelleHNe AIEMEHTOB Ha YPOBHE;

— MPOTPaMMHPOBAHHE JIOTHUKH.
Ha nepBom sTane Obuta co3gaHa reoMeTpusi MOJEIeH HHCTPYMEHTOB C MCIIOJb-
30BaHueM nporpammel Blender (puc. 3).
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Puc. 3. Moaenu nHCTpyMEHTOB 0€3 TEKCTYp

ITocne ¢popmupoBanus reomeTpuu oObeKkTa co3nabanack UV-pa3BepTka U HaKJIa-
JBIBAITUCH TEKCTYPHI [2]. 171 IPOCTHIX 0O0BEKTOB TEKCTYPhI OBLITU CO3/IaHBI CAMOCTOSI-
TEJBHO, a B 00JIee CII0KHBIX MCTOIH30BATUCH TOTOBBIE MAaTEPHUaJIbl U3 OTKPHITHIX HC-
TOYHHUKOB.

Bce monenu skcnoptupoBanuchk B Unreal Engine, rine u3 nabopa TekcTyp, npu-
MEHEHHBIX K MOJICIIH, CO3/IaBaNCh MaTepuaibl. YacTs 3D 00BEKTOB OKpyKeHHUs Oblia
co3/laHa Cpe/ICTBaMH MOJIepoBanus, BctpoeHHbIME B Unreal Engine [3]. JIyia Takux
AJIEMEHTOB TOJIOMPAIUCHh OECIIOBHBIE TEKCTYPhI U3 OTKPHITHIX HCTOYHUKOB M BPYU-
HYI0 00BEIMHSIIUCH B MaTepuabl, 6e3 ucnosb3oBanus UV -pazBepTku (puc. 4).

Puc. 4. [Ipumep HacTpoiku MaTepurana st 00bEKTa OKPYKEHUS

Ha BTopoM aTamne ObUIN yCIPOEKTUPOBAHBI KPOBHU M UX 3AIIOJHEHUE C UCIIOJIb-
30BaHUEM MeTojia OJIOKUHTa ypoBHEU. bbuto co3mano 6a3oBoe opopMIIeHUE CIIEHBI C
MTOMOILbIO MPUMUTUBHBIX PopM. OOBEKTHI OBLITU MPEACTAaBIEHBI KyOaMu, 0TOOpaxa-
IOLMMH ra0apyuThl U PACHOJIOKEHUE OYTyIIUX MPEAMETOB, JIJISl U3YUYEHUSI BO3MOKHO-
CTEH mNepeMelnieHus] BUPTYyalbHOro0 NepcoHaxka Ha ypoHe (puc. 5). Ilpu s3toMm, Ha
YPOBHE MOJIb30BATEIb MOXKET IOTSHYTHCS 10 BCEX IIEMEHTOB U 0€3 KaKux-1100 mpo-
0JIEM B3aMMOJIEHCTBOBATH C HUMHU.
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Puc. 5. bnokuHr ypoBHs

[Tocne MomenpoBanusi HECKOIBKUX YPOBHEW ObUTH BHIOPaHBI ONITUMAJILHBIC Ba-
PHUAHTHI, TPUMUTHUBBI B KOTOPBIX 3aMEHIJIUCH HA PeaJIbHbIE OOBEKTH HAUMHASI C KPYII-
HBIX MOjeJiel (CTEHBI, KpbIllla, KOHBEWep U T.J.) U 3aKaH4uMBas aetainsiMu (OonTamu,
SIIAKAMH | T.JT).

TpeTbuM 3TanoM cTajio pa3MelieHue HHTEPAKTUBHBIX AJIEMEHTOB Ha ypoBHe. Ha
JTAHHOM dTare OblIa MPOU3BE/ICHa PAacCCTaHOBKAa OOBEKTOB IO 3apaHee HaMEUEHHBIM
MecTaM, KOPPEKTUPOBKA OCBEIICHUs, J00aBICHUE MHCTPYMEHTOB JJIsl BBITIOJIHEHUS
BCceX paloT B JanbHeMmeM. Ha kaxaom u3 ypoBHEW Oy1eT HaXOIUTCS ONpeeIeHHOe
o0opyaoBaHue, MoaAXosIee s paboThl HA JaHHOM JTare (puc. 6).

Puc. 6. Jleranusuus ypoBHs

Ha nocnennem, ueTBepToM sTarne paboT, Obla HalMcaHa JIOTUKA JIsl B3auMo/1ei-
CTBHUSI C OKPY>KEHUEM, CO3/]aHa CCTEeMa JUaJIOrOB, OLIECHUBAHUS PE3YIbTAaTOB IIPOX0XK-
JICHHs TIOATOTOBKHU. Bces moruka B paboTe peann3oBhIBaiIach MPU MOMOIIH CHCTEMBI
Blueprint Unreal Engine.

B3aumopeiicTBue ¢ 3ieMeHTaMH MIPOUCXOUT MPHU MOMOLIM CIIEUATbHUX TPUT-
rep-00KCOB, OHM TMO3BOJISIIOT B3aMMOJIEHCTBOBATh C OOBEKTOM B TOM Cllydae, KOrjaa
NEPCOHAXX HaXOJUTCS B 30HE €r0 pacloJIoKEeHuUs 00 MpU NepeceyeHUH 00bEeKTa JIy-
4eM, KOTOPBIN IOMOTaeT ONpPEAeIUTh HAlpaBiICHHUE B3IJIs11a UTPOKA IIPU MOIBITKE B3a-
umozienicTBus [4, 5]. Ha n3o0paxeHnn HUKe oKazaH TPUITEP-00KC 00bEKTA U JIOTHKA
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B3aMMOJCHCTBHSI TIPU MEepecevYeHnr ¢ HUM. Korja nepcoHak BXOAUT B 30HY U HaXKH-
MaeT Q, 3aImyKCKaeTCsl OTKPBITUE TUAJIOTOBON CUCTEMBI, TIPU 3TOM HaXOXTHEHHE TTep-
COHaXKa B JIAaHHOM 00JIAaCTH MPOBEPSETCS U TIOCIIC BHIX0/1a U3 HEE aKTUBUPOBATH TUATIOT
OyneT HeBO3MOXKHO (puc.7).

Puc. 7. Ilpumep co3gaHusi MHTEPAKTUBHOTO OOBEKTA

JInst 0OBSICHEHMH, KaKKe JSUCTBUS HEOOXOIUMO BBIIIOJHUTH ITOJIL30BATEII0, ObLIA
CO3J/1aHa CUCTEMa Ha OCHOBE JIMAJIOTOBOTO JiepeBa (puc. 8).

L]
=+ BT_NPCSpeak®

] Selector
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L
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Puc. 8. YacTh 1uanoroBoro aepena
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[TocnenoBaTeIbHOCTH BRICTPOSHA TAKUM 00pa30M, YTOOBI MOJIB30BATEb MOT I10-
JYYUThH HE TOIHKO HOBYIO HH(GOPMAIINIO, HEOOXO0UMYIO B IPOIIecce padoThI, HO U MOT
BEPHYTHCS JJI IOBTOPHOTO O3HAKOMIICHHUSI C YK€ BBIMIOJTHEHHBIMH JICHCTBHUSIMHU.

OreHka pe3ysIbTaTOB MPOXOXKICHUS TIOJTOTOBKM BHEJPEHA B MOCIEAHUM dTarl,
r71e HEOOXOIMMO BBITIOJIHUTH TOJIHYIO 3aMEHY TPAHCIIOPTHOM JICHTHI [S5], MJIsl 3TOTO
ObLa co3/Mana riodanbHas IepeMEeHHas!, KOTopas 100aBIsSeT OYKU MPHU KAXKIOM BEPHO
BBITIOJITHEHHOM JICCTBUH, HA KOTOPYIO BIUSAET HE TOJIHKO BBIMOTHEHUE KAXKIOTO dTarna
CTBIKOBKH, HO U MX MOCJIEI0BATEIBHOCTE (puc. 9). Tlo mpoxoX IeHuI0 MOCIeIHEero
YPOBHS TaHHBIN CYCTUUK MOKHO OYJIET YBUICTh B MCHIO.

1 1

BbliiTH U3 yposl-m -

-

Puc. 9. Ilpumep oToOpakeHUsI HAUMUCIEHHBIX OAIIIOB

CoznanHas mporpamMma TeCTUPOBaIach Ha MOpTaTUBHOM Kommbiotepe HP, ¢ mpo-
reccopom Intel Core 15-1135G7, oneparuBHO# namsThio Ha 16 I'b, co BcTpoeHHBIM
rpadguueckum mporeccopom Intel Iris Xe Graphics. Pa3pemienne skpana TecToBoi
cuctHeMbl 1920%1080.

[TogoOHas koHbUTypalus MO3BOJIMIIA WCIOJIB30BATh CO3/IAHHYI0 MHTEPAKTHB-
HY10 Moielb ¢ TtokaszatenieMm FPS na yposue (25-35 kanpos).

3aknrouenue

Bo Bpemst paGothl ObuTH co3aanbl 3D-MoeM HECKOIBKUOX OCHOBHBIX MHCTPY-
MEHTOB JJI1 MOHTaXa, BBIMOJIHEH OJIOKUHT YPOBHEW M HA €r0 OCHOBE pa3MElIeHbl MO-
nenu o0beKTOB 000pyaoBaHus. [l BeIOpaHHOM KOH(UTYypaluy 000py10BaHus ObLia
3arporpaMMHUpOBaHa JOTMKa B3aUMOJIEUCTBUS C OObEKTaMU CO BCTPOEHHOW CHCTEMOM
OllcHMBaHMs. B nanbHeieM BO3MOXHO paclliipeHre HHTEPAKTUBHON MOJENH, J00aB-
JIEHUE YPOBHEH, KOTOpbIE OyAyT 3aTparuBarh APyrue METOAbl MOHTaKa U PEMOHTA KOH-
BelepHOil IeHThI. Takke BO3MOXKHO 100aBJI€HHE aHUMAalUi B3aUMOIEHCTBHSI U 3BYKO-
BO€ COITPOBOXKJCHHE JIJIs1 OOJIBLIET0 MOTPY>KEHNUs B IIpoliecc 00y4eHus, co31anue oosee
ruOKOI TUaIOroBON CUCTEMBI.
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